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Hunt7" Pak. This game requires the Zapper™ Light Gun Attachment. 

OBJECT OF THE GAME/GAME DESCREPTIQN 
This fast action target game takes you into the marshes with your trusted 
hunting dog at your side. He'll flush out your pray, then itrs split second 
timing and sharp shooting accuracy to bag these ducks. Take on one duck or 
two at a time, and then as a true test of marksmanship, try day shooting — 
the ultimate challenge! 

Please reed this instruction booklet to ensure proper heed I inq of your new game., 
and then save the booklet for future reference. 

ng the Nintendo " Entertainment System” Duck 

1. PRECA UTtONS 
1) This s a high precision game. It should not be stored in places that are very 

hot or cold. Never hit or drop it;. Do not take it apart. 
2) Avoid touching the connectors, do not get them wet or dirty. Doing so may 

damage the game, 
3) Do not clean with benzene, paint thinner, alcohol or other such solvents. 
4) Read the instruction booklet for the Zapper thoroughly. 

Note; In me interest oS product improvement, Nintendo fintartainmant System specificatic-ns 
and design are subject to change without prior itotrce. 
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2. CONNECTING THE ZAPPER 

Nintendo Entertainment System Control Decfc 

ENTERTAINMENT SYSTEM CONTROL DECK 



NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 

Controller 1 

Oconto I Pad 

Controller 1 mm 

A button 
fi button 

START button 

SELECT button 

START/SELECT or for 
second player in Game A 

CjLJ Control pad 
Used with Game A for second player to 
control duck's flight pattern, 
A button — not used. 
B button - not used. 

HIHTEW 

SELECT button 
When this button is pressed, the arrow I-*} on the 
screen moves. Line up the arrow with the game 
you wish to play. 
Game selection is also possible with the Zap per, 

START button 
Press this button to begin, Starting is also possible with the Zapper, 

Pause; 
If you wish to interrupt play in the middle of a game, d^ess the START button, 
The pause tone will sound, and the game will stop. Press- the STAR I button again 
when you wish to continue play. The game wid continue from where you left off, 
* ihe TOP SCORE will disappear if the reset switch ;s pressed or the power switch 

is turned off. 

4. OPERATING THE ZAPPER 
Target range: approx. 
4 The target range depends somewhat on the sbe of 

your TV. 

Adjusting the TV screen 
' The TV screen must have its contrast end brightness 
adjusted properly for this game. If not, shots may 
not hit the targets. 

Selecting and starting games with the Zapper 
"Point the Zapper away from the screen with the 

game menu displayed, and shoot. The arrow M will 
move. 

* Line up the arrow (• \l with the game you wish to 
play, and then shoot directly at the screen. The 
game you selected will start, 

4 Some TVs may nor bo adjusted properly for the game. Please adjust the picture 
controls if the game doesn't start when the Zapper is the screen. 



5 HOW TO PLAY 
Game A: 
In this yams you hunt ducks one at a timy. 
* When the hound finds a duck, t barks and jumps 

into the thicket. Ducks wilt then fly up one at a 
time. (The ducks wilt fly up from various I oca Lions.) 

* The duck flies around the screen for a few seconds. 
This is your chance. Aim and shoot 1 But remember, 
you only have three shots, 

"The flashing duck at the bottom of the screen s 
your hit indicator and will turn red if a hit s scored. 
A MISS occurs when si three shots are unsuccess¬ 
fully used Lip, or when time has run cut. When this 
happens, the color of the sky changes, and the duck 
flies away. (The hound comes out and laughs at 
you.) 

* Sometimes off-colored blue or off-colored red ducks 

D i.n’.k 

Pound 
n limbs* 

Shots left 

Scare 
Hii indicator 
■! number of ducks 

Pse-e line 

appear. You get ti bonus score for shooting these, 
*Eacfi round ends after 10 ducks have flown out of the thicket. The PASS LINE 

at the bottom of the screen indicates the minimum number of ducks that must 
be hit to advance to the next round. If you hit this, number of ducks or more, 
you advance to the next round; otherwise, the game ends.. 

* The ducks fly faster, and the number of ducks in the PASS LINE increases aa 
you advance to later rounds. 

[2 Players:] 

GAME A can also be played with two players. 
'One player is the hunter. The other player controls the ducks horizontally and 
vertically with the control pad. trying to avoid! the hunter's shots until the sky 
color changes. (Ducks automatically escape when the sky color changes.) 

GAME B (Duck Hunt) 
In this game, two ducks fly up at the same time. 
* The game is played in the same way as GAME A, 

but the color of the sky doesn't change. 
* This game can only be played with one player. 

GAME C (Clay Shooting) 
This game is a version of trapshooting. 
* Clay pigeons spring out and fly away in the distance 

two at a time- Aim carefully, and shoot them. 
^The ctey pigeons become small very quickly as they 

fly away. It is easier to shoot them when they are 
close. 

’As in GAMES A and B, a BASS LINE indicates tne 
minimum count necessary to advance to the next 
round. The game ends if the minimum is not 
achieved. 

Ciuy Pigeon Duck 



{Shots: ] 
GAME A .  Three shots per duck 
GAME B .  Three shots per two ducks 
GAME C .Three shots per two clay pigeons 

[Scoring:] 

GAMES A, B and C 
' The points received show up on the screen wherever a hit is made. Points differ 
depending on the round. 

* A PERFECT bonus is awarded when 8 round is ended without a MISS. 

[Advancing to the next round] 
* If the hit indicator has reached the PASS LINE at the end of the round, you 

advance 10 the next round; otherwise, the game is over. 
* The minimum count on the PASS LINE gradually increases as the rounds ad¬ 

vance {starting from the 10th round!. 

[Round number] 
* Round numbers are indicated with JJR = 

9 

COMPLIANCE WITH FCC REG ULA TIONS 
This equipment generates and uses radio frequency energy and if net installed and 
used properly, that is, In strict accordance with the manufacturer's instructions, 
may cause interference to radio end television reception, !t has been type tested 
and found to comply with the limits for a Class 3 computing device in accordance 
with the specifications in Subpart J of Part 13 of FCC Rules, whch are designed 
to provide reasonable protection against such interference in a residential instal¬ 
lation, However, there is no guarantee that interference will not occur in a parti¬ 
cular installation. If this equipment does cause interference to radio or television 
reception, which can he determined by turning the equipment off end on, the user 
is encouraged to try to correct the interference by one or more of the following 

measures: 
— Reorient the receiving antenna 
— Relocate the NES with respect to the receiver 
— Move the NES away from the receiver 

Plug the NES into a different outlet so that computer and receiver are on 

different circuits, 
necessary, the user should consult the dealer or an experienced radio/television 

technician for additional suggestions. The user may find the following booklet 
prepared by the Federal Communications Commission helpful: 

How to identify and Resolve Radio-TV Interference Problems. 
This booklet is available from the U.S. Government Printing Office, Washington, 
D.C- 20402, Stock No. 0G4-0OO-OO345-4. 
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30-DAY LIMITED WARRANTY NINTENDO GAME PAKS 

W DAY LIMITED WARRANTY; 

NlnJWfdQ Ol ArnL-i fCu I fit f'NifiKi'r.lu'I lyjrraiTlS Ifr ihrt frigiral 
ri.muir™r U'.rnhnrpir 1^*1 ihi* Nmr.findrb Gam* f^k ("PAK''J ((IDT 
Including Game Pak Aecj>s*ariKi or RosiiiL Accessor ia&l sl-.dl bit 
?rfw ‘Irfim n^WtS ir, m*1iytjl antf VWAFTlff™5h|p for a prPPlf P'S 
BO days from date of pur-ebiast II a darter covered by ihb war- 
runty DCRuri qku inf Ihis 9Q-CfcV wjiranly period. NuiwndS Will 
rt-p^'" or ffpfaW rhc PAK, it ilS. OqilOft, IfCC Ol >fihli fti. 

Tfl-rC-££iiK This Wu;7all '.V JOfitffc&L 

1. CO NOT 1 £ I fi yuur tiaT ucTI-jh Gwiih P.pk I:.I lhf rHhsiSqr, 

2. Notify the NmiTCikIl:- Cur&.urnui' Survim D■ pmrrirnr: 
vf the problem requiring; viamamy service by callif^i: 
OJli.JL- W»i i h i ny T i’m : ZhiCt Ipwr,' 4PVLJ?. yr Inaidt 
WoshlrKiTOn Hiace-121.16!'SESf-ZOdD. Uur tonsurnc* Service 
D\|hii I !in>a*il « in ci|:v.il inn Ir■: 1 rn 8 :CO A M ‘-n !j;lXl P M. 
Pacific Time, Monday through Fi*vday. 

3. H the 4iracndo sc-yic* icthnitjn is iMUfcle cc »nlufc iht 
;:i istiUm by ph&rte, he will urnviriH yqu- wiBh S Return 
AucharlMilcsn number. 5irnp.y record this iT4imb*r -an 1 
nulsidf liHCkegingof yr.ijr ijefmirn pA K, flltd -mCdm VOU1" 
PAK ITeiflhl piX-Oi d. Ml yfcu: risk Ol dn hip^h. Icg+ltar nhh 
vwr Tglw slip rx Ein-iilx pf 3 • ot-pu r C h BM ^inhin iht 9 B- 
day V^iuiiLy (hii ii:ii ICi! 

Minibiuio i:f Amanita Ire, 
Consumer Service Departfnem 

4B2Q - lEOih A.-uiiua N.E. 
He-dmond.. 1VA 99062 

Tbr$ warranty jshflii not apply che F'AK Has been dan■■ 1 ;imJ by 
iVegligeriCC, auciidanc,, unriUii^utilu nxya, i-m-:lil i:Hl kin. lH'iip«rirr-_ 
pr by |q flefwti^tj rrate^iafs or wof kman- 
sh;p. 

Rl=PAnn$ rtPTFMs expiration of warrant*: 

11 ih(i PAK ijiyi^oLS!: n prcitJem a^ntr ihe So-dary warramy pt-rod, 
yoii may coniatt ih^ NinEaiuki Oandunur ?.h-vi =1': □ »^wtmmr.i 
*■ tin? phuTM Mi.irr.rwr nraied ebpj* if t?w Nmmndo Mmi'Ce tKh 
nlciar »a «>"iat-1 to solyc the p- o 1:1 km by phki'w. Ha ir.nv p:-tr.«h 
Vlii: wieh n Raliini Aulhn- jrsrt fin number. Vp^-mB^- L'1E-ri rtcurd 
this numbfr- on :he du^sldb packa^ir^ a1 the Ul 16_■ i>.v PAK arid 
■•aim is chH -:i>li4piiL^ PAK ^ui^t prepaid rc Nimenda, er-zlwng 
a chcsA cr moniv crtfci rar SID.CO puyuidb ici Niiiiuin^i pi 
Ampri» inc, hlmiunpri wirp at its option,, subject to ihe- co>“idi’ 
cions abavc, repair rhc PAK -nr 11p- alsi !e wii h * rw^j :ir ruiuiv-qi.! 
PAK. if rqpigoamant PAK^are noi available. chcdtieciiMC PAK 
r.'Jl be reiuT-sad ane The $10.00 firyiUHiit lafundMcl 

WARRANTY L IMUTAH DNS: 

ANY APPLICABLE IMPLIED YlARRftNTlfS. iNCLUDlWS 
WAH^ANTIL'^ OF MERCHANTABILITY AND FITNESS FOR 
A PARTICULAR PURPOSF. ARr HEREBY liMiTED TO 
NINETY DAYS FROM THE LJATE OF PLTICHA&E AND ARE 
SUBJECT TO THF C.WO\TK.m SET FORTH ML HE IN. IN 
no Event small Nintendo be liable for; ccsnke- 
OUENTIaI OR INCfOFNTAl DAMAGES H^SULT-ING 
FROr/ THE BHEACH OF AMY EMPRESS OR IMPI 15R WAR- 
PANTIES. 

7be prwlsld^ <ff 11m warr-eniy arc %,alid in- the United 3i*ccs 
duly. SduiH eki nrsl elJorj limitation; no hw« fwtfl an 
implied ■Agrran'sv ■ascs or ext uslon nr consequent £l or irwi» 
denial rtainUiysB, :ai i:-ia HUHiflA limitali^T!- hiiH ^xr.'(Ki:.in nwy nG>t 
apply to you. w^ranev U*™ you spcc-lsc Ic-gar rights, and 
yCdi 11 • ■ 1 v ib.O Iihik Olhtr rii^nlx vahii:li iniry irfirr jl.i'H |o ?.lete. 


